“Oh, it’s yours 


™ “It’s been a Jong time. How have you been? I’ve 
been really busy being dead. You know...after 

you murdered me? Okay look, we both said a 

lot of things that you are going to regret. But | 
think we should put our differences behind us. 
For science. You monster.” 
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‘original Portal. For the 


Ject you for your party: Make no further attempt 
to leave the testing area. Assume the part 
escort submission position or you will 
the patty 

In the original Portal, GLaDOS' casual 
regard for Cheil's safety was a constant. For 
many, however, this moment was a memorable 
‘one; ft was at this instant Chell took back con- 
{tol over her destiny 

This exchange has recently come into new 
relevance, providing a bridge between Port 
‘and Portal 2 through a retroactive update Vab 
released on the sly. Astute fans may have 
Noticed that a patch for Portal launched recently 
With no press release or fanfare, Several 
metic updates play second fiddle to a short but 
ssgnificant change to Portal's ending. 
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reveats itself as an elevator that begins 
ascending, fipping all the switches on the 
periphery in the process. Acutely aware of 
the damage that's been done, Wheatley 
find an abort password, for 
al algorthm for a sequential 
rategy, “AAAAAA? No, that's 
AAAAB? No? AAAAAC? You've 
yot to be joking!” 
The climb halts a 
flush with the floor 
location: an overgy 
Having no luck with the pat 
Wheatley trembles in fear atthe first rum 
bilings of a returning foe. We all knew the 
3LaD0S-less respite wouldn't 
born in a bath of sparks and 
Yebris, GLaDOS awakens. Recognition 
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you been’ being 
Jead, You know...alter you murdered 

me?” Collecting her thoughts with another 
bef pause, an exaggerated and 

human exhak ys, The menace 
sissipates and she caries on. “Okay 
we both said a lot of things that you an 

regret. But | think 


should put 
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cis drastically different this time 
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{As far as relationships between sen 
tient robots and unwiling test subjects 
(90, GLaDOS and Chell have had a 
fal exclusive fing. Trapped in a mad 
funhouse of science, circumstances 
gave Chall litle choice other than to 
play along. The evolving relationship 
positioned GLaDOS as the game's sole 
authonty figure, training and nurturing 
Chel while simultaneously becoming an 
architect of her own demise. 

in the eary ideation stages of Portal 2, 
Valve played around with scrapping 
Chel altogether, starting a new relation- 
‘ship with a fresh test subject. Valve 
opted to keep the near-tangible history 
Intact for several reasons. 

“Portal told a vary intimate story 
video game-wise,” explains Portal writer 
Eric Wolpaw. “it was you and GLaDOS. 
We never even mentioned Chell. People 
piled her name out ofthe mode les. 
We wanted her to be you, the player — 
‘more #0 even than Gordon Freeman. 
‘We wanted you to have this very 
Intimate connection with this Al that 
‘changes and evolves overtime, lead- 
Ing upto the point that you betray her 
‘and do the most intimate act you can 
{do with someone - murdering them in 
‘c0kd blood. So we didn’t want to rebuild 
{his relationship with GLaDOS. It starts 
where you let off.” 

‘Aithough there are an undisclosed 
‘number of new denizens in Aperture 
‘Science's ruined facies, Valve 
Intends to keep the focus on the player. 
Personality cores won't ignore Chel! 
to bicker amongst themselves, This 
player-centrc focus will help the game 
remain grounded intimacy - despite 
the forfeited monogamy. 
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it's worth clantying our approach to Portal 
Johnson begins. "t's less about putting a portal 
(of the wall and walking through it an more ab 
making people think diferently while they are playing 
the game, And making people feel smart while they 
are playing the game, And really surprising people 
with this kind of video game. We're not aiming to 
make this an action or twitch game ~ that seems way 
off track. There are many more elements that we are 
adding to Portal 2 it's a bigger game and stands on 
its own — but it isn't about making a really hard garne 
Its more interesting to simply reward your thinking 

"To keep players in the realm of family, your 
‘Aperture Science Handheld Portal Device remains 
unchanged in the sequel. Valve realizes that two con 
necting portals remain the best way to communicate 
with your environment 

The original Portal used repetition and pitch-pertec 
pacing to train players to understand a very foretan 
‘concept. Alter some training, players began to asso- 
‘Gate objects with mechanics. Baxes designat 
‘a nearby button, Angled concrete slabs indicated 
flinging was in order. These types of associations are 
‘expanded upon in Portal 2, largely because of a new 
approach to environmental desion. 
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creates a swing vortex of debris. 
The tractor beam, another new addon, acts in 
similar manner. A cylinder of oscilating blue rings, 
beams can be combined with portais to tran 
pport Chel or objects to atherwist 
Projected bridges - a translucent but sold walkway ~ 
can also be redirected through portals. These two 
additions indicate that finging may be less of a crutch 
inthis Iteration. 
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Testing Your Limits 
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“Passive Monitoring” ensures 
objects in vent are identified, 
But never judged 
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‘The last chamber we had a chance to testis a doozey. Alltted 30 seconds to press four buttons at various 
eights in a chamber, we are forced to divide and conquer, Once the requirement is met, a weighted storage 
bal releases, which then needs to be escorted to a ledge high above the chamber floor. An aerial faith pate 
J found flush to the floor and a projected bridge is tucked away in a recessed alcove. We notice the bridge 
‘can be reoriented to allow a player to walk safely across to the awaiting bucket. Problem is, a fizier field (he 
Jurninous field at the end of a level that elminates cubes, ball, and portals) blankets a recessed section of the 
calling that looks impossible to avoid when the faith plate launches a player uncontroliaby to the bridge, the 
‘threshold is crossed, the ball disappears. 

‘To help lustrate the solvtion, we've whipped up a completely unoficial lagram. This ist aimad to be an 
‘exact replica of the room, rather an abstract Interpretation to help to clay the basic concepts of the puzzle. 
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‘asnor was an important aspect of the original Portal, and that isn’t changing for the sequel, 

‘Veteran Porta writer Erk Welpaw ts returning, joined by fellow Valve scribe Chet Falisek, lead writer of Left 4 
‘bead and Let 4 Dead 2, and Jay Pinkerton, a new recrut who honed his considerable talents while writing for 
sone! Lampoon. The chaslenge will now be unting these three unique voices into one: a disgruntled computer 
‘gta whan affinity for neurotoxins, This humor is already evident in some of the early art we've seen from 
‘he game, heping to wet the mood unt gamers have a chance to check out Portal 2 in action. The below pair 
‘el Apenure Science posters are a prime example, lustrating the merits of using a turet to ward of potential 
aby snatches, 

’As hy ie more memorable moments in the orignal Porta, the cake may. in fact, be a he in the follow-up, Not 
erg to rest on thelr comedie laurels, the writing staf refuses to beat a dead horse by reusing memes from the 
gral gare, 
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Smooth Operator 


Ambient noise and the occasional mood setting music 
in the original Portal may not have left much of an 
Impression (there was music?), but we assume that, tke 
the rest of us, Jonathan Goulton’s “Stil Alive" 

In your head for weeks after complet 
of the fan connection to Portals now iconic anther, and 
plans to integrate music into Porta 2 in more deliberate 
and surprising ways. 

“The music was something that so many people iden 
tihed with in the first game — it was the last thing they 
saw" Johnson recalls “So yes, Coulton is gong to be 
involved. When we sat down to work on Portal 2 it was 
‘loar that music had to be a bigger part of the game. 
‘There is going to be ways in Portal 2 that you can find 
‘and discover new songs. I's not going to be a musica 
put itis not going to be a simple case of having a new 
song at the end of the gare,” 

Though Couiton is already collaborating wih the team 
to Infuse his fair into the project, they remain quiet about 
the exact applications of his music, primarily because 
they don't want to ruin the surprise 

“tt was kind of surprising that there was a song at the 
tend of Porta,” Johnson elaborates, “And while we're 
99 percent sure that we'll end with a song agan, we 
‘can't recapture that moment. So we spent quite a bt of 
time thinking about where and how we could use musi 
throughout Portal 2 to surprise people.” 

‘We happened across one such bolt from the blue 
in our demo session, athough not one that utlized 
‘Gouiton's skils, Feeling particulary punishing, GLaDOS 
~atlempted to use smooth jazz a8 a weapon to Keep US 
in ine. It worked 


From Trial To Triple-A 


With its augmented length, fresh pucale elements, Po 
ished presentation, and new cooperative campaign, 
Portal 2 hardly needs to be tucked into @ value pack: 
‘age. From what we've seen of the sequel, this is a fuly 
featured game that will be right at home amongst other 
Nigh-profile titles at retail ‘Due out this fal, you won't 
have 10 wail too fang to spend more time with GLaDOS, 
‘She can't walt to rekindle the relationship, Ad 
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